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TW5 PRODUCT IS TO K REGARDED AS Ml UPDATED VERSOS OF LAST NWJA II 



SYSTEM 3 SOFTWARE™ 

Systtn 3 Software has an rtematoial repjtabon lor freaking new ground and 

bringing to you, the game player, the very best ri ocrtpjter entertainment 

In keepng with the ccrpiny's poky of innovation and being a Irort runner 1 in 
proditing games, we have launched an ew^ range c* prrtuds on carth^ 
tor ha Corrmodore Games Consols and Commodore, C64 Computer. The 

idMhfM ol In omIHbh lQ W x* 

Greatly enhanced p(ayabfty hough 'raUrt 1 loading ol our muRMev* game*. 

No more letting prcUema, X wcrts kit bme ard every Ime. Also, I is not as 
tragi* as dsks and cassettes and wi stand up to a lot ol corrinual hard use. 

Fuly compatible wim bo* the Games System Ccraole and the C64 Computer 

And last, but not least, the extra memory h the cartridge afcwj us to grve you 
even mora ertenafrncnl vaW tan before* 



Our aim is to proriJe game ptay« wtt hours ol IhrSng 

dialengtoQ and imagnativt game ptay and the mast sopKstGaM player 

rtoracbon around Niria Rero achieves an friis, and more 

Ow 8,000 man-hours went rto the design, planning and production ol Mfjs 
Remix, by the same talented team that creeled Last Nnja L Ninja Rami* has set 
the «andati tor acton fantasy acMnture gaming, featuring dynamic on-screen 
action, high degree of player artroi and Kfcentxe style puzzles to solve. 

M NmjaRemuO tar more Dan a s*T^e«icn game. we suggest that you read 
the instructor camMy and sperd some une beaming totally famifiar w«h the 
controls. To aid those ol you who are having dHculty, we have irdud&j in this 
manual a delated tfay gude ol the first level, orty read it il you are hawng real 
tfffieuty in getting rto the game. 



The Story™ 

The Nin^a. known as The Mysfc Shadow Warriors, were the efte fighting farce 
of Ninth Century Feudal Japan, They were dedksled to tie ftne tuning of their 
bodai Mo kSng ma china l Thar afirfcutcs were many and varied; Ivy were 
of weapoi craft, assassination, slealth and tnvtefcity and many 
l them to be in control ol the tipomafciral. A real master of the art of 
Niryunu ccdd even antopaie an cwonenfs movee and thcughts. 

To achieve Bits high levd ol stal al WWh had to undergo years of ngcrous 
training. Correct appfcafan of feu sUk recured ajnning. dexterity and total 
mind control Students of the Ninfa arts drcwe homsetves on to try to achieve 
Vie state of self -perfection and a ctoseness to Mr god Therefore, martial arts 
tghting deotAnes became the highest most honouratf e path to perfection. 
Unfortunately, sane Ninfa were to abuse ttef powy 

The Ntrija were warty wiped out of existance during a purge in the Twetti 
Century. But now they a*e ba* and more powerful ton evtr^Beck w«h a 
vengeance! 

The struggle with the Evl Shoguv Kun^ had lato its tol For many morths 
after regaining control over the bland ol Lin Fen, Aimatari, Die new master of 
the Nintfau. teJ into 1 deep depression al the kss of his frethrea He reflected 
again and again upon his struggle against Ktrtokl. and always came to the lame 
condusfcn - it was crty tie end of a baffle. nc< tw end of the war. 

After more Chan a year of languishing upon Un Foa A/makum was prepared to 
reinstate Bie way of the Siadw Warrior to ts termer (^.W*h the Koga sen* 
n his possession all that Armafcuni needed now were the dsdptos to fallow Ns 
guidance and 9» toacftngs of the anoent manuscifrts. 

As the word spead around the mainland that a new master had tie saotts aid 
was about to begin training, the men began to arrive. They were fte sons of the 
Igh&ng elite - the Samurai. 



A new order of Mnjatinrfy began take shape Bui tfcs time retraining was going 
Id be mete rtense than ever before. Never again would tney be caught ofl guard 
and defeated wttcut honour. 

During a tranirg session of Ihe Inner Circle - the Master's eite • a strange lealng 
came over the chut. H was as If feme had abruptly slcod stil. as * they were the 
orty people let in Vie world As Armakum rose kom ho medrtabng posocri a 
strange pubafing SgW enshrouded hint Concerned with wtalftay saw, the dase 
tri«J to rise end go to Armakmi's assistance. Bui they toy were bed * frier 
poettens, no one couU rove. 

The intensity d IgN grew around Armakuni utf al who were wfcnessng the 
scene were forced to cover heir eyes. When tie ight laded and finely 
disappeared, the students leapt to their leet Wial had happened? Where was 
to Master? 

What ta happening? Shouted ArmakunL But no one couU hear hta ft was as rl 
he was Inwtte and n a sound proof glass box. Why wasnl his Oass rushing to 
hie aid to hefc him » break free? Why old he feel me sharp tana of fear, while 
nakta ha was as calm as tie deep aaas? What game were tie andertt playing 
with him? His quesfcon* found no answer as he tijped j^* n gty Into uncon- 
sciousness. 

Stowiy Armakuri dewed ha way baa thrajgh the da/Vnessd deep sleep, bac* 
to wftere he let sate As he (weed his eyee open, he was greeted by a sigN thai 
his eipertencas couU not have prepared him lev . 

Armakuni is now starving on a hard wooden floor suncundod by strange object* 
ftat vaguely remind him of muacef instruments. Behind hm a a curtain parted 
sSghOyinthcmttfc Aahe ties to focus his eyes on hts surroundnp te nand 
« sent fipmmg . He sees strange giganac sfcep^ covered with mirror* reatfwig 
to the very doorstep ol the heavens. 



CARTRIDGE LOADING INSTRUCTIONS 

Please Note Fof CommWore C64 Computer owners, ihe Cirtridge iW b 
tcatad al the rear right stie ol the machtoe. 

LOADING THE GAMES 
t Turn on Ihe TV c* monitor. 

1 tt*e sure 9* Games SystemCoffwter * kmed OFF (Chec* to OHOFF 
swft* on t>e nghi side ol the awote.). There mu* be nrthinfl on the TV or 

monitor 

2 With the label of the ganes cartrdge twng you. insert tv cartrtige rto Ihe 
slot on lop o< the conscte Make sue * a not cnxted endlbirwglylnlwikt 
4 Tun Ihe Games System ON. 

5. Nov consuft Ihe garnet ratnjetans fcx 'How to Play the Cartridge'. 

CHARGEMENT DES JEUX 
I.ABumeikW^iseurouterwfteur. 

2. Auuret-wus que to Sys&me dee jem ast «erd (V«l«fWemjpteurOHOFF 
suf tecott *o*deta console) Rein neAotsetrouver sur to TV ou to menfteur 

3. L'Wquefle vous faeanl face, entoncer to cartouche dejeux dans le receptacle 
se frouvarit dws to pone sitfrieure cMe de to conscfe tauraz-vous qiftBe 
ne soil pas de taw et qj'eDe sol ben en place dans to rfcqXade. 

4. Alumez to Systtme de jem (ON). 

CARKAMEMTO DB GIOCHI 

l.Aceendeteinnrtofvidea 

Z Acwtatert che I sistetna per vtfecgoctt u spento (Verifcato rmtemftore 

ON/OFF sul tato desW defla console). Sulo echermo TV o &i mcrttor non 

"v» essefti laenrc 

3. Con retfehetta suBa cirtucca del videogioco rtafli verso d vci, fcserite to 
cartucria neb fawn apptnfta to alto a destra dele ansote Accertalevi cfte 
non sta inebnata e che errtn con tacfci ndh feasura. 

4, Accented i 5istema.ON. 






ADEN DEfl PROGRAMME 

l,Sd«tonS«OftnFemMherctoBiklsc^rme^ 

2 Sa^S*escte.da8(feSp.e*-Kon^ 

OFF - Schder mJ der racNen Scno dor Kcreote). BBe schalen S*e den 

Femaehar aut den Br die SpeMtonwke vorgeeehenea frwn KanaL 

3. Oie Picgfwm>£assetie ma dem Efcett xuihncnzeigendindenSrtacttcberi 
reehis suf der Komoie einstetten. Sefcn S*e Mtar. Cafi » ncht vvkartet isl 
urxj gut n den ichacht pifiL 

4. Sehaften S* de SpeWConsofc 6a 

CARGO DE JUEG05 
I.EnMnctatfTVodmcritor. 

2 Ai^dM»QijedaslemadeJje^«APAGAOO(OFn(Vef*quetf 
irtemjptof prircipaJ a la console). Ho debe aptrecer nada en d TV o d mentor 

3. Con la ebquela del cartucto de juegos hada usted. inserte d cartucfto en H 
ranua d ertremo superior derecfto de la conso* Asegurese de Qje estt bten 
irsertado y de Que qu«Je ajustado an la ranura. 

4. Endenda d Sstema de Juego*. 

IF YOU HAVE A PROBLEM.... 

Problem Indicator 1>ght not on 

Cause; Computer not tuned on. Power supply not (Vugged bt 
SoMoi Make Sin power iwiWi Is in ON posflm Chedc power 
socket for loose or cfacormedrt power cable, 

Aatent No Wturo (TV) 

C&^tf: In^nea hookup. TV no eomeelsd anttar turned on Cat* to 
TV not plugged h. TV en wrong channel or incorrecfly bned 
SoWore Check hookup with RF eocfceL Chadi TV power oxnectico 
and TV power switch Check oulput cable connects to TV Change 
channel and'oc adjust tiring. 



ftoW^NoprtufBlmontor), 

Cause: KtaWtof not cornected antfor turned en. 
Sobtion Check monitor comectora end power swlcft. 

ftobtarn Random partem on men wHh arMrjt In ptaca 

Cause Cartridgo not properly inserted. 
Saktioa Turn power OFF and reinsert cartridge. 

Prfflffn Picture with poor or no cota* . 

Causa Poorly hnefl cofcur coUrctt 

Sduton AdLtst COtour controls on TV or Monitor. 



Aobfem Scund wtf» eicess baefcground note 

Causa: Volume loo high. 
oijfiyi Adjust vdifTfe 

ftctore No sajrct picture OK fTV) 

Ck/m: Vokrre too low. 
Solution Adjust volume. 

Problem: No soud. picture OK (monitor) 

Cilm; Arfo input o( monitor aufovtieo cable rot connected 

SoMbfT Corned audo eaUe lo nxrilcr audo output 

PwUm Games controller rrt wortung. 

Cwse- incorrect ho<#n>-Gamea ca*oler in wong port Us^ wrong 
gemei conkoler for game 

SoMb* Che* correction at consotoJ^ Games cortrcier to «ra 
port Check b rake sure you are taing the correct conlnAer, 



Game Controls 

For Commodore C64 Computer Owners Only. 

Keyboard controls:* 

F1 -Turn sound CftWI 

F3/FS -Cycle through Nnja's inventory 

F7 -Pause game 

AnStop -KatheNinia 

Space Bar -Cycle through Mnja's weapons 

J «S^py*taicoriertatm Pressing the J key rf rotate tM joystc* 1 * 

position through 45 degrees each lime you press * Seted the position 

ycwtWmotfOTitortibteto 

mode a«*es to the movement of tw Ninja and not to the fghtngma 

noeuwMi 

This game can orty be played with a joystick For Commodore owners the 
foytick shot*! be in port 2 (see console detail later).* 

tt is important to understand that unfte most fighting games, the n^v character 
is capatfe erf movements in three dimensions. This means that al fie moves you 
can make ire reSatve to the drecflon the Ninja is tadng on th* screen 

For Commodore Games System Console Owners- 
Three Button Joys!** Cortrols.*- 

To Rail the game press one ol the foysttcfc buOc^^Whitfiever button you choose 
beccmesnsfigftir^rTOittbuTW with the butW you have 

salceled, you can change ft at fw beginning ol each level by pressing a Afferent 
budon tt sari that level 

The other buOm on (ha )oy«tfi automatical becomes the weepon sated 
button. To cteose a weapon, press the weapon sdect button and the avaiable 
weapons w* cycle mnxgh the lisl in the wupons cfisplayarea 



To select an object far ta Ntnja to use, prats Sit fght button and hctt < down, 

then fyes&ng the other button wil cycle Bvough the avafaNe ejects. W^cftevw 
object is cteptayed in the ob|ed wiratow when you rilaasata buttons is taona 
that the Nnja wil use. 

Basic Movements 

To change the drMicn the Ninja is taring, rail the pysUckhande trough rita 
posibon inS you are taong ta OVec&n you wart. 

To walk toward * push the pyrtck n the fraction the Ninja is lacing 

To step ba*wards - pJ the frfltxk *n the opposttoVecttontotaonetaWqa 
is taring 

To oWl across the path - push the JoysWc in ta OVecbon you want him to veer 
(Tha applies to waking forward and backwards) 

Special movements 

CoUecttng Items 

To activate tha pick up. press the fire button tan pul ta ftysiick bottom right 
or bottom left otegortaBy. 

SommersaulWng 

To make ta Ntnja lonwuut after to avoid attack or to overcome seme 

hazard, such as jumping from one wal to anotar, you should make ta Nin^a run 

infreAectoyouwarthimtoscfnerwunart 

button. Because the Ninja can move in three dmensjons* he MO fjrrp aiong the 

path or across the path dependng on wftch drectJon you putt ta joysSdc 

diagonal up- across and up thepafo sideways ■ across the path horuontaly (ta 

Hnja can onfy somersauft towards) 



Fighting movements 

The Mowing is a tst erf aJI (he moves, both unarmed aitf armed that the tinjl 
can carry out To actaM lie fighting moves tie Wnja sftxid be stabonary and 
tie Ire button should be pressed 

Unarmed moves: 

Wcfc - down 

Punch - up 

Duck * up-Wl or HKigM 

Armed moves (swoninunchakus anc staff) 

5tab - rigK 

Slash ■ krt 

KghSab- up 

Kick - ctown 

Parry * ipteS or i^Higrd 

Throwing moves; 

Throw - right or Wl 



General Tips 

The first oped c* tie game you should master are tie joystick controls. The 
NgNy interactive nature o* the game is required because of some ol the ccm(tei 

moves the Ninjs character has to perform. A high level ot competence at tie 
ccrtttts wi enhance your game play conSderattrBecauee ri the vtarture 
elements our stem) suggeition is thai you should gdrto the haMolrecordng 
what happen on each screen. This wi enable you to obtain higher scores witt 
repeated ptey The last point & new take anylhing far granted * scrrw thrtgs are 
not it they appear Be curious, nosy, etc- sod eiamine everything Clues 



The totowinfl are clues to seme d tie ctyeOs and hazards yaj may come* 
n your travels. They ere teed in the Toad 1 order* not necessartf in tie order In 
which you have to find Ihem In the spirt! d aJ good adventures. - we have ntf 
toU yew the wft* story* 



Kty* 

Thar* art grate toys and not so grata toy*. In the begnnrg they are a hard bunch 
to find 

Trap door 

Gel a gcod grp and pudi ycu way ttvough tm problem. 

This map » a W flash, rt can reveal a Id 

Nunchuftre 

Puttng off As two port prcUem couW mate you ftjshed wei suraav 

Shuriken: 

Youl have to tm bever to teach the stars. 

Staff: 

Reacting new heights, trts staff win wfl do w«L 

Bottle; 

Wnofl) trarrp around tne street and graD a dm* w«e you can 

Sword: 

Step aromJ far the best buy. it couW be a real tied. 

Hamburger: 

(qjoteVgrealer love ha* no man than this, that he ay d»n ras ax^ hambur^ 
torathend 

CredRCanfc 

YcxjTI get extended crecft when you gain accetL K wi reafy tft your spirits 

Computer terminal: 

Your number's up * you donl act lice an atofftanL 

The fnal problem is atoayi in the pcfcjre. taWy. 



The flame is ftayad *i a variety of environments The Wowing are i few cryptic 
duet as lo the sort ot ctoees ycu «■ be vufeng. 

Lwd one: Central Part 

The key to success is to gui new taghts fien go tor e frolic on the river. 

Load two: Downtown Manhattan 

The busy flrwft can be paved wtt danger. Stepping oU before your tme could 

ratfySp you out "you're really scffusttated. you can get down to il and make 

agraleetit 

Load three: Sewer* 

Typcaly deep. Oartc and dank. Theiel be no ton* <*rymg here, youl Just need 

btsaboQe. 

Load tour: Opium Factory 

Ueai a real cool cat but be caretuL you might gel e shock ak*g the way. Tread 

carefuly before takrg a (pick dp. 

Load Bve: OfUce Block 

Entrance here <s ro big secret You couW become a real terminal case before you 

get to meet your biggest fan and beccme star struck. 

Load six: Shogun's Retreat 

Drop n to see your arch enemy. If you are dumb enough I right not be too 
alarming. Wer that it's M steam ahead. Careful If you get cornered you might 
have to do a sti port lurrv 




PLAYING GUIDE TO LEVEL ONE 

«youareeiper*ric^anY« 

game, the fdtowirg detata Ouflre al the pjwtes and cojtcts you encounter in 

the tnx leva and should help you master the rest of the game. 

Starting en the Band Start, go through he cutan at the back n to (he room 
behind. When you enter the screen you w*s&e a sjjareon the rijflhardwal 
Cash. When you have (totaled the coponert, Hand in front ol he tjjare and 
punch it (if thts a done successful? the square vfl change catour). 

Refcm lo Band Stand screen and you wil see a trap door us opened in the floor 
Simply wA over the trap door to enter he next screen. Here ycu wi see a key 

flash, pick up he key to use w«i locked gale later. 

Erf the room through the back door d the Band Stand and youarehhecertal 
pathway ol the parte Turn left at the junction and Wow the road round a you can 
waft <0 W to enter he nen weea Here yai encounter to juggler. Ho juggles 
knives and w* try to ki you by throwing hem at you. To avoid being h* 
somera* and the knrm w* miss you (i a knrte hits you whie in mk^air I wi 
not harm ycu). 

In the nert screen you ca pc* up a map (at tip Wt ol screen), this has he died 
ol making al the cfcjects. that can be picked up. <ash frt they are viable, you wi 
stfll have to search round for some ol hem). 

^ took out fc* a Wis work gong up a wal you have to 
you can you must put whatever weapon you are hoing away as you need both 
hands free- Move along the lop pathway you are now en and after somersauting 
over the gap in path, you ** be able to pick ip ha staff. 

To get back dem to ground level, return to the screen you oimbed up en and, 
starving wih you back towartls he edge of the path {where he treis work is), 
wah ol ha ledge backwards - ensure you are nol taking any weapens n you 
hands. 



Return to the main path way around the Band Stand and toe* far the two loM 
briefings ned to each otoer. Enter ear* Wet in k*n to cdted haH a nunchaku 
When you have ga both pieces rt wi aiAomafcaly turn ibel rto a U set ol 
nuntfiakus. 

Continue optoring main patoway irtB you Ind a "he* dog ' stand, here you can 
pb(i^aran±tjf^wti^wlgMyouanextralfc. 

Go back to Ihe main pan way scraan where toe locked gates are* While hoking 
the toy, * a ptk up at toe nghl hand iron gate (rarnartw, your handimufl touch 
theoCjedyouaretryrigtomani^^ 
open. 

After pass^vj through the gate the neri major obstacle is to cross toe r*er Stand 
at the edge ol Ihe river and whan the boat ccmes past lomarsaul onto il Whan 
starving on tie boat, wait untt I is level w«h the boat house and scmersautt off 
onto Ihe bank* 

Please MM: There is no w*y baa across the nver so you must mate sure you 
have everything before crossing. 

As you move into the red screen you w* be attacked by bees. These can be 
traded best by nmrg straight across Ihe screen (even though you aefcaly 
warn to go to ihe top erf the screen) and by cutting the comers tightly you can 
actuafy avoid the base altogether. To reach the top exit on this soeen, leave the 
screen at the left W» and then <xwe back onto it irrtnedWery and move to the 
top d the screen cutting fie corners as tightly as posstia. 

When at Ihe tcp o( the screen you have to get onto an island which Is toe rtea 
screen To do Ms* you must be right at toe tap ol the screen and toen do a 

scrorsauR, Ms wi tface you on tie island. 

On t» Biand screen there is a boat moored partalybehrtlwne bushes. To gel 
toe Coat moving, you mat stand as doee to boat as posstie andrJitorjgeltwtti 
your staff. You wi know you hff/e done this correcBy itfwi the boat loots ol 



Somersaulting back the way you came, you must rush down the screen and ant 
to B* Wl Hera you encounter th# second river, 10 gel across it you must wait 
far the boat you pushed ofl U come toriirg pan Somersault crto it as aarty on 
as potsbb. Then somersajlt ofl a onto fte other site of the rWer qiicMy. II you 
nay on the boat too tonfl a wfl cold* with the bower mar bank and you wrti loose 

You can now ed the man on the left and into the noil level , 



ni i n 

HISTORY IN THE MAKING 



